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School lessons introducing play from the perspective of
educational methods
Yasuhira KOMAGO
Abstract：School lessons introducing play activities have been conducted to
improve students’ learning motivation. Moreover, teaching materials
introducing elements of play have been developed for establishing the learning
content of students. Recently, gamification, which is the application of game
elements, such as increasing or attracting players' interest to areas other than
games has also been introduced in school lessons. Moreover, digital games have
been used proactively. Studies on educational methods introducing play and
games have attracted much attention. In consideration of these tendencies, this
study investigated school lessons that introduced play activities. The
significance and effectiveness of introducing play activities are discussed from
the perspective of educational methods. The results suggest that game designs
utilizing elements of play and interactivity would be effective for immersing
students in learning activities.
Keywords：Play, Educational Methods, Gamification, Game
皇學館大学教育学部研究報告集 第９号
― 46 ―
